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ARTICLE INFO ABSTRACT

Received: 25 Jul 2024 During the last decade, events such as GamerGate and debates around gender inequality in video

Accepted: 26 Aug 2024 ~ 8ames have highlighted affinities between alt-right discourses and some sectors of the gaming
community. This article contributes to the literature with a systematic narrative review of alt-right
and gaming culture, focusing on masculinities and their discourses in the video game industry. We
conducted bibliographic searches in Scopus, Web of Science, and Google Scholar using terms in
English and Spanish, such as “video games”, “alt-right”, and “masculinities”. We conducted two
screening rounds by applying PRIMA and using Rayyan software, reducing the initial sample (n =
274) to 33 articles and book chapters. The review highlights the importance of linking Game Studies
with the issues of masculinities and the alt-right. We advocate for a comprehensive model integrating
Game Studies with the analysis of extremist forces, emphasizing the interconnectedness of various
issues such as video games as political objects, historical and cultural media formation, and geek
masculinity. Key recommendations include establishing a common framework, enhancing scholar-
industry collaboration, and promoting solution-oriented research to address the influence of the alt-
right in gaming communities.

Keywords: Alt-right, Gaming Culture, Masculinities, Video Games, GamerGate.

INTRODUCTION

The topic of the alt-right and gaming has been relevant within the field of Games Studies since the events of
GamerGate, which impacted both communities and scholars. As a result, a significant amount of critical literature
has been generated on the subject, and several lines of research have been developed. We aimed to contribute to
these studies with a narrative review of the alt-right and gaming, with a particular focus on masculinities.

A systematic narrative review of the topic of the alt-right within the field of Game Studies allowed us to study
its “state of the art” by analysing the key contributions that scholars have made in recent years (from 2013 to
2024). Therefore, we have been able to understand researchers’ focus and what seems to be the current problems
of the research on video games and alt-right studies. By reviewing the analysis corpus, we found that
contributions are disjointed and there are diverse interpretations of certain phenomena without a clear reference
that helps to understand in depth the complex relationship between gaming culture and extremism; for example,
the issue around not having a clear definition of gamer identities or the relation between these and the discourse
of the alt-right created around gaming history.

In our work, we first propose a recapitulation of what has already been studied by Games Studies regarding
the topic, with the aim to link the different contributions made by authors over the years. In particular, our article
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addresses the gap in creating a common framework to study the subject from outside and within Games Studies.
Our analysis revealed that these types of contributions are normally relegated to studying specific national
situations rather than looking at the issue from a more global perspective.

In the following sections, we present our analysis, which reveals notable developments concerning the
presence of the alt-right in gaming communities. These developments often appear disconnected from one
another. In addition, we identify two other significant issues. Firstly, there is a lack of collaboration between the
gaming industry and academic scholars in studying these problems. Secondly, scholars rarely provide actionable
recommendations for addressing these issues, with a few rare but significant exceptions (Saltman & El Karhili,
2024; Schlegel & Kowert, 2024). We posit that the absence of a unified framework contributes to the persistence
of these problems, as this fragmentation hampers the progress of research.

ALT-RIGHT SHADOWS IN GAMING LITERATURE

This study aims to contribute to the research on gaming and the alt-right by carrying out a narrative review
that summarizes the current state of this topic within the field of Game Studies. We have taken GamerGate as the
starting point, as the alt-right gained political relevance after this period.

However, we have divided our theoretical framework into three parts that start before the cited event. Firstly,
we would like to highlight that Games Studies has already worked on issues relevant to understanding our study
subjects, such as masculinities and the discussion of one or multiple gamer identities.

Secondly, we explore topics of study that became central after the alt-right became more prominent in the
public sphere and we identify masculinities, white supremacism and the geek subculture as the most discussed
topics around this main issue.

Lastly, we discuss similar works to our proposal to determine their contributions to the field and their
different approaches to the same subject. We found a clear difference between our more global-oriented
perspective and other contributions with a local scope within their own countries.

Before the Storm

The study of the alt-right and its influence on the gaming world has been a key subject in the history of
Games Studies, especially during and after GamerGate impacted even the DiGRA (Digital Games Research
Association) itself (Chess & Shaw, 2015). The problem of gaming and the far-right has become increasingly
important in the last decade inside and outside Games Studies. To tackle this issue, we propose a framework that
we hope will be useful as a first step towards a global approach to the subject and as a common ground to bring
together what has already been studied to achieve a deeper understanding of the problem.

First, we would like to point out that while the alt-right might not have been taken as a study subject in Game
Studies before GamerGate, as it was not at the time politically relevant enough to attract attention from any
scholarly field, Games Studies had already studied relevant aspects that are key to understanding these new
political forces.

For example, some of the topics that currently seem important for understanding the issue of the alt-right in
gaming were already within the scope of Games Studies as there were certain lines of research that were looking at
problems that are relevant to our subject. These include works on masculinities and gaming (Thornham, 2008),
studies that questioned the gender discourse in this medium (Hayes, 2007), the creation of the medium and its
relation to masculinities (Kirkpatrick, 2013), and the works on the notion of a single possible gamer identity
(Shaw, 2012). Even before GamerGate, some works for example had already explained the potential issues of the
clash between hypermasculinities and other groups that questioned the hegemony of the white heterosexual male
in gaming communities (Salter & Blodgett, 2012).

The Geek Crisis and Masculinities in Play

After GamerGate, studies related to masculinities in gaming (Taylor & Voorhees, 2018), their relation to the
formation of the medium (Condis & Morrissette 2023) or the historically sexualized role of women in video game
narratives (Cote, 2018), became more prominent as the issue evolved over the years.

Other lines of research, such as the sexualization of women in the media around video games (Fisher, 2015),
or the debate on the gamer(s) identity (Muriel, 2018; Shaw, 2012), have also become more relevant.

This process has been studied more generally by works that have classified the growth of the extremism
discourse within a general crisis of the whole geek subculture due to its arrival to the mainstream sphere (Scott,
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2019). However, these works understand it as a consequence of parts of the geek communities wanting to protect
their hegemony over certain fields (Lane, 2018). One of the main points has been to develop a subaltern model of
masculinity called “geek masculinity” to explain how geek-dominated spaces have been historically masculinized
by a hegemonic group (Condis, 2018). This model of masculinity is related to the video game industry due to how
the industry itself formed in its beginnings (Kocurek, 2015) and how the industry created a consumer identity,
“the gamer” (Consalvo & Paul, 2019), that emphasized certain traits that can be related to this subaltern
masculinity model.

The focus of these types of works has been to link similar phenomena of gatekeeping and hate discourses
across the different fields of the geek subculture as a common reaction towards the changes resulting from geek
culture becoming mainstream (Salter & Blodgett, 2017; Lane, 2018). There is a common point in these approaches
that highlights that geeks were not blocking outsiders but rather trying to subdue subaltern subjects that in recent
decades have gained a voice inside communities that they were already a part of (Scott, 2019).

The research that studied the alt-right using a more systematic point of view approached the problem by
focusing on its impact on online media. Occasionally these studies focused on social media research related to the
alt-right with the idea of understanding how the content creation and the users’ reaction might feed the alt-right
discourses (Anwar & Giglietto, 2024). On other occasions, they focus on the affordances that these online
platforms lend to the extremist discourses and thus help to expand their reach (Kakavand, 2024). In certain
studies, this approach goes back to the gamer identity when discussing the demographics of certain online
mobilizations, although they only consider the gamer identity as a variable for classifying certain demographics of
the studied online communities (Maloney, Roberts, & Graham, 2019). In other cases, the authors link up different
events that could be understood as a general reaction in the online communities even if they are formally
separated in different interest spheres related by common spaces such as Reddit, like in GamerGate, the
Fappening and the antifeminist movement online (Massanari, 2017).

There are some works that focus on a specific element of the extremism discourses, such as islamophobia as a
component to mobilize users towards hate discourses and even real-life actions (Ahmanideen & Iner, 2024).
Another example is the study of misogynistic communities online that can be traced to having relations with the
alt-right (O’Hanlon et al., 2024) or research into specific risk factors that might explain the surge in the strength
of extremist groups (Rolim, 2023).

Another important research field related to this topic includes the works that, even before GamerGate,
already pointed to the problem of white supremacism as a source of imagination for mainstream games (Leonard,
2006; Brock, 2011), which could end up legitimizing racist narratives that exclude the problems of racialized
people from video game imaginaries or even any type of representation (Higgin, 2009). In recent years, these
works have developed further to express the ideological conflict promoted by the far-right that tries to create a
“White History” where only non-racialized people are protagonists in video game narratives (Quiroga, 2023).

Nevertheless, there is currently a gap on the topic of summarizing the results of the different research works
to contribute to determining a common framework to study the problem further. However, as we will see in the
next section, there are some attempts to fix this situation.

Mapping Reviews on Video Games: Fields and Perspectives

In the scientific literature, video game reviews have emerged as a significant area of study, encompassing a
broad spectrum of perspectives. These perspectives can be primarily categorized into two distinct domains: the
psychological and health impacts of video games, and the cultural and political communication aspects of video
games.

In the field of psychology and health, video game reviews have predominantly focused on the benefits and
detrimental effects of video gaming. Numerous studies have highlighted the cognitive benefits of video games,
such as enhanced problem-solving skills, improved hand-eye coordination, and increased attention and
visuospatial skills (Brilliant, Nouchi, & Kawashima, 2019; Palaus, Marron, Viejo-Sobera, & Redolar-Ripoll, 2017).
Conversely, other reviews have highlighted the negative implications, including gaming addiction, increased
aggression, and decreased social skills (Anderson et al., 2010; Bensley & Van Eenwyk, 2001; King et al., 2019). For
instance, King et al. (2019) conducted a comprehensive review that defined the prevalence of gaming disorder and
its associated health risks.

However, there are very few video game reviews from the cultural and political communication perspective.
Some reviews have researched how video games and media (in general terms) can influence political attitudes,
behaviour, and participation (Kahne, Middaugh, & Evans, 2009), as well as be a source of motivation (Reid, 2012).
Kahne et al. (2009) explored the role of video games in fostering civic and political engagement among young
people.
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From the perspective of political communication, particularly regarding video games and right-wing
extremism, Wells et al. (2023) offer a unique contribution in their work, “Right-Wing Extremism in Mainstream
Games: A Review of the Literature”. In the introduction, Wells et al. (2023) acknowledge a significant gap in
scholarly work that brings together the diverse research related to gaming and the alt-right or similar ideological
groups. While scholars have produced works on this topic, particularly in the case of GamerGate, there is still a
clear need for a unified framework for discussing the insights from Game Studies into the alt-right and its relation
to gaming.

Even in the previously cited paper, the authors acknowledge a clear limitation in their work, as they focus on
right-wing extremism in mainstream video games within the United States (USA). They explicitly state that there
is a gap for two reasons.

First, as they express in the limitations section of their paper, the decision to focus on papers that only study
the USA gaming communities isolated their work from any attempt to construct a more global perspective.
However, they apply a thorough approach that could help to build up the necessary material for creating this
global perspective in further studies. Second, as they chose to specifically study the problem of the alt-right in the
USA, they had to establish a definition of what they are calling “right-wing extremism”, which, as they
acknowledged, creates a somewhat closed definition that expresses their relatively local study. An example is the
relation between white supremacism terrorism and the gaming communities as sources of recruitment or
organization of these types of acts, which may not be easily found in gaming communities from other countries. In
contrasting these domains and perspectives, it is evident that video game reviews in the psychological and health
fields predominantly focus on the individual and the effects of video gaming. In contrast, reviews in the cultural
and political communication fields emphasize the societal and political implications of video games. Nevertheless,
and as we can see, especially in Wells et al. (2023) and Anderson et al. (2010), the Western, and in particular the
U.S., approach dominates, prioritizing local perspectives, to the detriment of global ones.

Across this map of reviews, we can acknowledge the complex and multifaceted nature of video games,
recognizing their potential for both positive and negative impacts. This underscores the need for continued
interdisciplinary research to gain a more comprehensive understanding of the role and impact of video games in
contemporary society.

Therefore, to contribute to the field, we propose a globally oriented review that allows us to study the state of
the art in alt-right and gaming research in a broader area. The objective is to make a summary of the key findings
and to propose possible future lines of research that would be beneficial for developing the field.

METHODOLOGY

This study reviews the academic literature on alt-right and gamer communities, placing particular focus on
masculinities. We conducted a systematic narrative review, a methodology that is very useful for qualitatively
deepening the understanding of quantitative findings (Rodgers et al., 2009). This method was selected due to the
limited nature of our sample, with the intention of exploring relationships and assessing the perspectives and
approaches contained within the literature of our analysis corpus (Popay et al., 2006). Given the relative scarcity
of literature addressing this subject, we aim to understand current contributions and investigate potential avenues
for future research.

The process is meticulously detailed to ensure transparency and adopt a rigorous approach to analysing and
understanding the current landscape of contributions regarding video games and alt-right movements,
encompassing all studies in the literature after 2013. We chose the year 2013 because it marks a key point in time
in the resurgence of alt-right formations as a political current, coinciding with the Trump campaign in the United
States and the GamerGate episode (Stefanoni, 2021).

Following McFadden, Taylor, Campbell, and McQuilkin (2012), we employed systematic search techniques to
retrieve relevant research studies pertaining to our topic. We used the guide in Page et al. (2021) (PRISMA -
Preferred Reporting Items for Systematic Reviews and Meta-Analyses-) to report the total number of papers
considered for review and the selection process (Figure 1). Specifically, we made bibliographical searches on the
following databases: Scopus, Web of Science, and Google Scholar.

All searches were conducted within one week (March 25-29, 2024), using the following keywords in both
English and Spanish: “video games”, “gamer”, “alt-right”, “far-right”, “masculinities”, and “GamerGate”. Although
the literature concentrates on English-speaking communities, incorporating Spanish reduces linguistic limitations
and broadens the analysis. The search formulas (in English) are shown below:
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(videogame* OR “video game*” OR “game*” OR “computer game*” OR “digital game*”)

AND

(masculin®* OR geek)

AND

(alt-right OR “alt-right” OR far-right OR “far right” OR extreme-right OR “extreme right” OR “right-wing”
OR “right wing”)

We established double screening inclusion and exclusion criteria, considering typology and the

aforementioned keywords. This process was carried out using the Rayyan software, which allows researchers to
work both in parallel and individually, subsequently pooling the data to minimize biases in the analysis process.

In addition, Rayyan software has both automatic and manual mechanisms for eliminating duplicates (n = 100),
which is particularly useful when working with multiple databases, as in this study.

The first screening involved all the results obtained from the databases after deleting the duplicates (n = 274),
considering only the title, abstract, and keywords. The inclusion and exclusion criteria for this initial phase were
as follows (Table 1):

Table 1. Exclusion and Inclusion Criteria for the First Screening

Included Excluded
e Journal Articles e  Publications in foreign languages
e  Book chapters e Duplicates
e  Publications in English e  Publications that are clearly not related to video games and
e  Publications in Spanish alt-right/far-right/extreme-right ideology, movements,
e Articles focusing on video games and alt- perceptions, ideas
right/far-right/extreme-right ideology, e  Editorials in journals and editorial introductions in book
movements, perceptions, ideas volumes
Monographs
Books

Conference Papers

Unpublished and pre-published articles (such as on arXiv)
Annual meetings, presidential addresses, keynotes, lectures
Reports and correspondences

Essays, brief research notes and short communications
Research protocols

Opinion articles, perspectives, commentaries, debates and
blog posts

The first screening resulted in 15 disagreements, leading to a significant reduction in the sample to 35 articles
from the initial 274.

The second screening, involving these 35 articles, was based on an in-depth reading of the texts. After the
second screening, we excluded two book chapters. Both researchers conducted the readings and then pooled their
findings, with only one disagreement noted. Thus, this phase considered the full text, adhering to the inclusion
and exclusion criteria outlined (Table 2):

Table 2. Inclusion and Exclusion Criteria for the Second Screening

Included Excluded

e Journal articles e  Articles from predator journals (for instance, mdpi)

e  Articles that are structured around the concept of e  Articles that do not discuss video games and alt-
video games and alt-right/far-right/extreme-right right/far-right/extreme-right thoroughly or at least in
or these concepts thoroughly, at least in a section a section

e Bibliometric/Scientometric reviews and analysis (if e  Bibliometric/Scientometric reviews and analyses that
they explicitly associate video games and “alt- do not explicitly associate video games and alt-
right/far-right/extreme-right”) right/far-right/extreme-right

This second screening produced a final sample of 33 articles. Figure 1 graphically illustrates the systematic
search strategy and the double-screening process we followed:
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Figure 1. PRISMA Flowchart as an Overview of Systematic Search Strategy and Double-screening Process

Finally, we analysed the 24 references included in the sample using the NVivo software. This process, also
conducted by both researchers, made it possible to categorize contributions into specific themes: “alt-right
movements”, “gaming communities”, “GamerGate”, and “masculinities”. The second round of coding allowed us
to delve deeper and create subcategories such as “after GamerGate”, “before GamerGate”, and “toxic masculinity”.
This analytical process facilitated a comprehensive mapping of contributions over time, considering the diversity
of perspectives included in the study sample.

It is worth noting that the literature on far-right movements uses various terms (alt-right, far-right, extreme-
right). However, this study has adopted the alt-right denomination proposed by Stefanoni (2021), while
considering alternative terms in the literature. According to Stefanoni (2021), the alt-right is defined as a
heterogeneous set of extreme right-wing currents situated outside conventional conservatism. Generally
associated with white nationalism and, in some cases, with anti-Semitic and even philo-Nazi positions, the alt-
right has an anti-establishment discourse, is irreverent, and is very active on the Internet. We chose Stefanoni’s
(2021) definition because his work highlights the term’s special relevance during Donald Trump’s campaigns
between 2015 and 2016. Notably, Clinton announced the emergence of the alt-right as an emerging racist ideology
in the United States context. Although we start from this definition, which encompasses a set of currents
connected along the lines of extreme right movements, in the analysis, we have kept the denominations used by
the authors of the texts in order to reflect the current state of the literature on this issue.

VIDEO GAMES AS POLITICAL OBJECTS

The first element that we noticed in our corpus review was that few papers focused on video games as a
political or ideological tool from a general perspective outside the specific case of GamerGate. It is striking that
beyond our analysis corpus, there are fundamental references that address the video game from a political
perspective, in particular Consalvo and Paul (2019), Mortensen (2018), Shaw (2015), and Muriel and Crawford
(2018). In these cases, although they critically address gender issues and the importance of making visible and
vindicating the margins of video game culture and the creation of new gamer identities, no direct connection is
established with far-right movements. Mortensen’s (2018) case is different since his work deals with the concept
of hooligans, establishing relations with the fanaticism of certain mainstream sports, but he does not specifically
mention the possible connection of these movements with the alt-right.

It is precisely this aspect that is represented in our analysis corpus. One of the few exceptions is an interesting
work that presents the importance of mobile games as a powerful political tool for reproducing and amplifying
political discourse, using the example of the far-right populism in Turkey with Neo-Ottomanism and three


https://orcid.org/0000-0003-4042-7992
https://orcid.org/0000-0002-2060-4544

Romero-Medina P. et al. / RCR, Vol. 12, 169-182 175

popular mobile games created based on this ideology (Turgut & Yayla, 2023). By carrying out both aesthetic and
content analyses, Turgut and Yayla (2023) show the potential of mobile games to be sources for different political
discourses. They suggest that video games could be used to propose and promote alternative and more egalitarian
politics in opposition to the neoliberal entrepreneurship discourse. Another important contribution emphasizes
gaming platforms as powerful tools for community-building and as vehicles for including ideological discourses to
either introduce or reinforce political identities (Davey, 2024). In this case, even though Davey (2024) focuses on
far-right wing groups as the main subjects of this tactic, the author also considers the possibility for other political
forces to imitate their strategy. This perspective is shared by Kingdon (2024), who highlights gaming aesthetics as
a very powerful and sometimes insidious tool for those who want to misrepresent or rewrite history on their own
terms according to a political agenda. Although the emphasis of the analysis is focused on how European far-right
groups have developed a mythical and false version of Ancient Rome and Greece that suits their story, it is also
extended to other possibilities such as how even critical products like Far Cry 5 can be appropriated by the far-
right for their propaganda (Kingdon, 2019). Lastly, we can point out some approaches for studying the use of
gamification as a method for promoting and reinforcing the far-right identity among its potential social base
(Lakhani & Wiedlitzka, 2023). One of these approaches (Lakhani, 2024) adds another aspect to the discussion as
they ask when gamification is an intentional strategy by extremist groups to generate community support or
reinforce recruitment and when is it an organic result of the interaction between extremist groups and certain
online communities (Lakhani, 2024).

Lastly, there are relevant contributions that describe the general framework of the alt-right and its
relationship with gaming and that use GamerGate as a key event in this process. For example, the contributions
propose that GamerGate was a prelude or an early trial of how the alt-right was able to grow in certain online
communities, especially those of young people, by presenting themselves as the defenders of some groups who felt
threatened and by being benefited by the toxic culture of some spaces (Bezio, 2018). Bezio’s work can be
highlighted as one of the few papers that strives to propose a more historically grounded perspective on the
phenomenon without renouncing a unified vision of politics and gaming as scenarios that are not separate.
Another case is Backe’s proposal, which studies the potential of subversive narratives in games as an answer to the
rise of the alt-right and as a tool for criticizing power structures in our society (Backe, 2018).

WHAT IS BEYOND GAMERGATE?

In our review, we have identified GamerGate as the most revised and discussed issue when the far-right
phenomenon is studied by Game Studies. In this subsection we will discuss those works that are totally focused on
the event and its consequences, although more references can be found in other works about masculinity and
gamer identity, which we will explore in the next section “Masculinities and gamer identities: Do we understand
each other?”.

Papers have discussed the events of GamerGate, for example, their extraordinary ability to create and sustain
a community able to promote their campaign on social media far more than other movements (Smith & Thai,
2020). To do this, they built network structures that helped people to incorporate the movement after the initial
spike. Those same networks became useful for the alt-right to grow their audience (Smith & Thai, 2020).

Some works highlight the affinity between certain elements of gaming culture that tended to be masculinized
by the influence of geek masculinity as a reason for the success of the movement (Dowling, Goetz, & Lathrop,
2019). For example, the masculinized status of the gamer culture is identified by some authors as a factor in
understanding why some sectors of the gaming communities positioned themselves alongside GamerGate. The
reason is that they thought it was an answer to the diversification of the gaming industry and the risk of losing
some of their privileges in the community (Mortensen, 2018). This fear of losing a privileged masculinised space
motivated the desire to gatekeep those who, from the point of view of the aggravated gamers, were not supposed
to belong to the community (such as women and the LGTBQA+ community). One of the results of this fear was
that GamerGate imposed on other people the requirement of being “authentic” and pressured journalists and
people from marginalized groups (Hewa & Tran, 2023). This tactic was later used outside the gaming
communities by different groups to discredit their opponents, especially in social media. This highlights the
relationship between gaming cultures and the Internet and the influence of gaming culture on the Internet culture
(Mortensen, 2018).

GamerGate has been identified as a rallying point for the political families of the alt-right, such as
antifeminist, white supremacism or anti-Semitics, which have used the movement to get a foothold inside some
gaming communities and also as an opportunity to promote their political agenda based on toxic masculinity and
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misogyny (Mortensen & Sihvonen, 2022). Their common goal has been to silence marginalized groups and defend
certain privileges related to toxic masculinity. Tactics and methods for harassing, intimidating and targeting
individuals were also spread by the alt-right to help their cause (Dowling et al., 2020).

Although the vision of GamerGate as an alt-right movement is normally shared by most researchers, we
found works which disagree with this notion. They examine it with empirical data that shows that the movement
had a more diverse base both demographically and politically (Ferguson & Glasgow, 2021). However, these
contributions based their position on an ambiguous political self-definition by the activists of GamerGate
themselves without any other evidence. Nevertheless, we argue that the corpus of research has shown that
GamerGate was an antifeminist movement that can be included within the sphere of the early pro-alt-right
movement if we look at the core ideas of GamerGate (Bezio, 2018)

A common issue identified in our review is that much of the research remains focused on the topic of
GamerGate, often without extending the discussion to the development of the alt-right in subsequent years or the
debates around masculinity. Articles frequently lack theoretical or practical links between different lines of
research, such as masculinities in gaming and the analysis of the alt-right. They tend to examine the events of
GamerGate without proposing further connections to the current rise of far-right movements and new masculinist
groups who attempt to influence gaming communities. In addition, the literature reveals a gap, as contributions
do not consistently define concepts such as gamer identity or gaming culture, nor do they reach a common
agreement on these definitions.

As we will explore in the next subsection, contributions around these topics tend to be isolated from other
similar works and seem unable to propose a common contextual framework.

MASCULINITIES AND GAMER IDENTITIES: DO WE UNDERSTAND EACH
OTHER?

One of the first elements that we noticed in most contributions is that there is no unified or common
definition of terms such as “geek masculinity” or “gamer”.

For example, authors talk about gamers without defining the gamer identity (Harley, 2019; Woods, 2022;
Geliinas, 2022; Amarasingam & Kelley, 2024) or they approach the topic by using the division between hardcore
and casual players without further reflection that connects the issue with the debates about the far-right and its
presence in gamer communities (Blackburn & Scharrer, 2019;). This is especially relevant because during the last
decade, the debate on gamer identity has gained momentum in academia (Shaw, 2015; Muriel & Crawford, 2018;
Vilasis-Pamos & Pires, 2021). It is noteworthy that these works continue to start from the earliest idea of gamer
identity, born in the 1980s in the United Kingdom (Kirkpatrick, 2015), leaving aside the contributions that have
raised alternative definitions and that have shown the need to categorize the cultural margins to understand the
restrictions and exclusion dynamics inherent to gaming culture.

In the few cases in which the literature establishes a connection between certain factions of the gaming
community and the gaming culture, this connection is acknowledged almost always in relation to GamerGate
(Munoz-Guerado & Trivino-Cabrera, 2018; Dowling et al., 2019; Cote, 2020). The debate about the possible
connections between GamerGate and the gaming culture seems to start and end with the discussions about this
particular episode of cyber-violence, without any attempts to look beyond the situation ten years later.

On a similar note, in the corpus of the analysis, there is hardly any definition of what game culture is even if
authors are discussing it directly or indirectly in their works. At this point, it is interesting to note that referents
such as Muriel and Crawford (2018), define gaming culture as “the institutionalization of video game practices,
experiences, and meanings in contemporary society, which places video games and video gaming as an important
part of our social imaginary” (p. 18). Therefore, we cannot consider that there is a lack of references regarding the
definition of the gaming culture, as there are numerous contributions in this line (Consalvo & Paul, 2019; Shaw,
2015; Juul, 2019; among others). Nevertheless, the literature in the corpus does not start from a definition of
gaming culture, and therefore, forgets the relevance of the historical formation of the medium for understanding
the relationship that this culture has with certain alt-right movements and, consequently, the consequences for
the community.

The topic of gaming culture is mentioned by authors studying the uses of gamification or the aesthetics of
video games by extremist groups (Kingdon, 2024; Lakhani, 2024), or when they consider the impact of
GamerGate outside the gaming communities (Mortensen, 2018). Other authors, instead of talking about the
gaming culture, prefer to address the influence of video games as a product without mentioning any specific
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culture (Jenson & De Castell, 2018; Blackburn & Scharrer, 2019) or they write about the video game industry itself
(Bulut, 2020).

However, authors agree to define video games, as a space or as a gaming culture, as a historical masculine
and masculinized space (Bezio, 2018; Jenson & De Castell, 2018; Bulut, 2020). They also agree on presenting the
white heterosexual male as the hegemonic subject in gaming communities (Cote, 2020; Geliinas, 2022) who has
developed an identity influenced by toxic masculinity (Blackburn & Scharrer, 2019; Dowling et al, 2019; Woods,
2022). The concept of toxic masculinity could be summarized as a model of masculinity that is useful for
normalizing certain aggressive or violent attitudes as natural traits in boys and men. This allows these behaviours
to become the cultural norm that guides men (Blackburn & Scharrer, 2019). Violent video games would
supposedly help to normalize and extend the norms of toxic masculinity among their users by inscribing their
cultural norms within the rules of the games.

Nevertheless, the process of masculinization of the game culture is normally explained by the nature and
history of the medium. The literature normally does not connect the evolution of the medium with the political
and social changes that happened in our societies in recent decades. The only exception is when GamerGate is
mentioned by authors when they talk about geek masculinity or toxic masculinity and the alt-right. In these
examples, they examine the relationship between these models of masculinity and the rise of extremist discourses
(Munioz-Guerado & Trivifio-Cabrera, 2018; Mortensen & Sihvonen, 2022).

However, even when authors agree with the relationships between masculinities, video games and the far-
right, there are some differences in perspectives among authors. Some authors relate the issue to the crisis of geek
identity (Munoz-Guerado & Trivifio-Cabrera, 2018; Harley, 2019; Woods, 2022), where the need to gatekeep
against outsiders from a subculture meets with anti-gender discourses that promote a masculinist vision of the
medium that benefits the hegemony of the white heterosexual male over the different field of geek subculture
(Scott, 2019).

Other authors place the focus on the existence of a masculinist white supremacism ideology that would be
hegemonic in the video game industry promoting racialized and gendered discourse within the products and
technologies of the industry. In this case, they omit to mention geek culture, even though this white supremacism
aims to protect the privileges of those categorized within the definitions of geek masculinity (Bulut, 2020).

Blackburn and Scharrer (2019) use the concept of toxic masculinity to express how the traditional model of
masculinity influences the attitude of gamers and their relationship with gaming, taking a more global perspective
of the player base without focusing on geeks. Instead, they propose that anyone who plays certain video games
must accept and follow specific masculinist cultural norms. This process is common among all users even if they
do not fit the model of the hegemonic masculinity that guides the attributes of toxic masculinity.

Another issue that we have detected in the corpus is that there is hardly any practical connection between the
contributions and the current situation of the industry. We find some propositions, such as the idea of “cozy
streams”, to fight the toxic influences of the masculinist gamer identity by promoting an opposite and more
inclusive queer identity (Youngblood, 2022). In addition, there are some proposals that demand public policies
from different governments and the industry itself to regulate, moderate and fight extremist content in video
games and gaming platforms, such as Twitch (Saltman & El Karhili, 2024; Schlegel & Kowert, 2024).

Outside of these few examples, scholars seem focused on reporting on the issue without giving any input on
potential solutions or at least the initiative to discuss a common theoretical framework to progress in the
discussion. There are a lot of contributions devoid of a common link among discussions that would allow the field
to go beyond what already exists.

CONCLUSIONS

This review is a significant contribution towards highlighting the need to link studies on gaming culture with
the issues of masculinities and the alt-right in gaming. We have demonstrated how these different lines of
research are interconnected, and future contributions could benefit by adopting a more global-oriented
perspective on these topics.

We propose developing a model that integrates the study of extremist forces with Game Studies. To achieve
this objective, it is essential to understand that the various issues mentioned in the preceding sections, such as
video games as political objects, the historical and cultural formation of the medium, and geek masculinity, should
not be treated as isolated topics. Instead, we should work towards understanding the relationships between these
issues, as events like GamerGate have shown significant connections among them.
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To address the problems identified in this review, we offer the following recommendations:

1. Establish a Common Framework: Contributions in Game Studies would benefit from a common framework
that helps scholars connect their research and facilitates discussions between different contributions. This
framework would clarify ambiguous concepts such as gaming culture and highlight the connections between
various models of masculinity and their relation to the influence of the alt-right in some gaming communities.

2. Enhance Collaboration Between Scholars and the Industry: Improving the relationship between scholars
and the gaming industry would make it easier to understand the structural changes influencing our object of study.
Currently, information from the industry is rarely cited by scholars, except in anecdotes that strengthen certain
arguments (Harley, 2020).

3. Promote Solution-Oriented Research: Research should aim to propose solutions for the issue of the alt-
right, rather than merely describing the problem. Efforts should centre on focussing information towards viable
solutions, a challenging task that only some contributions have successfully addressed (Schlegel & Kowert, 2024).

Finally, we reiterate that the absence of a unified framework contributes to the persistence of the various
problems identified in this work because this absence leads to fragmentation in knowledge, which obstructs the
progress of research. Addressing this gap is crucial for advancing our understanding and developing effective
strategies to counter the influence of the alt-right in gaming communities.

In conclusion, bridging the gaps between different research areas, fostering collaboration between academia
and the industry, and focusing on solution-oriented research will collectively enhance our ability to address the
complex issues at the intersection of gaming culture, masculinities, and alt-right movements.
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